YOUNG EXPLORER 

Target Audience: 
Gamer Type: 
Target Platforms: 

3+ (3-8) 

very young children 
Xbox ONE / PS4 

team to be found 

Genre: 

Exploration 

Christophe Bandini / 

Number of Plavers: 

1 

christophebandini@gmail.com 

2 in « cooperation » 

Projected Release Date: When it's ready! 


High Concept Statement 


Young Explorer offers amazing journeys through time and space to very young gamers. From a 
fantasy island to an high tech space station, the young player freely explore open worlds on his own 
time. No rush! If the player is rewarded for his efforts, he is never sanctionned and the game always 
adapt to the player's ability ; not challenging but always encouraging him to master the paddle in 
order to uncover new secrets and to discover new territories. 

Young Explorer's goal is to familiarize young children to video-games by avoiding any frustration 
and giving them a glimpse of all the amazing adventures awaiting for them once they'll be at ease 
with a paddle in hands. Exploring fantasy lands, they will also explore the paddle, one button at a 
time. In order to make this experience as successful as it can be. Young Explorer also comes with a 
unique cooperation mode offering parents who want it an active role in these exploration. 

Finally it is not because it is a game for children than a game has to be ugly! Young Explorer 
therefore offers state of the art graphical rendering with beautiful fantasy landscape and amazing 
sets which will hook parents as well, to the great pride of their children. 


Feature set 


General Features 

• 2 or 3 levels/worlds to explore (with the possibility to add more through DLC) 

• 2 game modes , Exploration and Parent Mode 

° in Exploration the child player explores the world. Anytime a parent can join by 
activating a second paddle and he is then able to emphasize points of interest 
dynamically or to help his child by taking control of one button for him. 

=• Maybe another solution would be to allow parent to join through their tablet or phone ...to 

investigate... 

° in Parent Mode the parent is able to explore the world and organize his child next 
journey by adding visual hints (like throwing beans along the path) for him 

• Basic physics system : everything affects everything else, explosions move nearby objects, 
player bumps into and moves objects 

• 3D graphics 

• 32-bit color 


Gameplay Features 

• Minimalistic HUD usable by non-reading players (3~4 years old children) 

• All characters speechs have to be recorded (players can't read) 

• 3D first person experience 




o 


in Exploration the child player explores the world. This only must be an enchanting 
experience by discovering amazing landscapes and interactions. The player can also 
interact with objects and some NPCs. The NPC give him hints about features to 
discover, and sometimes a quest to fulfil. After an introduction to the analogic pads of 
the paddle, the player only has to use one buttton ('X' on Xbox) to interact. As he is 
being used to it, a later quest will make him use another button ('A' to jump for example) 
and so on. 

Anytime a parent can join by activating a second paddle and he is then able to emphasize 
points of interest dynamically or to help his child by taking control of one button for 
him. 

=• Maybe another solution would be to allow parent to join through their tablet or phone ... =• to 

investigate... 

° in Parent Mode the parent is able to explore the world and organize his child next 
journey by adding visual hints (like throwing beans along the path) for him 

• Non Playable Characters (NPC) : vast majority of them is friendly and none of them are 
proper enemies. Some ideas : 

° A farmer and his animals asking the player to collect vegetables or eggs 
° a young squire and/or a princess asking the player to take them along and giving them 
information when they arrive in specific places 
° a witch not scarry at all who needs the player assistance in order to reverse a spell 

° 

=> as all their lines have to be recorder we should try to concentrate more on objects 
only enigmas or we can use also animals with making themselves understood using their 
own langage (which doesn't have to be translated within countries) 

• Level objectives : the player first discovers by himself the world. When he crosses NPC, 
they help him with information, hints about special places to explore, or quests. 

° The player is rewarded by discovering amazing views, or unlocking funny kinematics. 

° Some actions also grant him access to mini-games where he is familiarized with a new 
button of the paddle and tested in his ability to use it properly. 

° This skill can then open a new region of the word (for example, by mastering the button 
A' allowing him to jump, the player is finally able to jump over the small river which 
prevented him to explore beyond it 


Team roles 


Production 

• game design 

• user experience 

Progr a mming 

• a technical leader, expert on the 3D engine of our choice 

• coders 

• UX designer with speciality on children behaviour 


Art 

• CGI artists for both sets and characters 

Sound design 

• « actors » to record NPC texts with a special attention to langage and pronounciation 



regarding our target 


The competition (/inspiration) 



Proteus [Ed Key and David Kanaga] : http://www.metacritic.com/game/playstation-3/journey 
« Game of pure exploration and sublime discovery » with a 3D first person experience. Though its 
rendering calls to parents nostalgia and not to the children we want to see playing Young Explorer. 



Journey [ThatGameCompany] : http://www.metacritic.com/game/playstation-3/journey 
If it is not targeting children specifically. Journey manages to offer an amazing experience based on 
great arts and the kind of intuitive gameplay which is desired for Young Explorer. Though it would 
still need to be simplified a bit more and the universe needs to be more childish. 



Sesame Street: Once Upon a Monster [Double Fine Productions] : 

http://www.metacritic.com/game/xbox-360/sesame-street-once-upon-a-monster 


It plays with a powerful licence and delivers one of the best games for young children. The overhall 
design and graphic rendering is top notch for children. Sadly the gameplay is based on Kinect and 
like Kinectimals the game ends to offer to children a great but sometimes frustrating experience. 
And the children aren't familiarized at all with the gamepad like they are with Young Explorer. 



Minecraft [MojangAB] : http://www.metacritic.com/game/pc/minecraft 

With a parent assistance, Minecraft could offer a great exploration experience to children. Though 
the interface stays far too complex for very young children, and the pixel graphic rendering is close 
to Proteus with same problem for non-nostalgic new gamers. 



Toca Nature [TocaBoca] : http://tocaboca.com/app/toca-nature/ 

Like all the other games of TocaBoca, Toca Nature is not on Next-Gen console but on iPad. 
Though it stays interesting as an inspiration, especially for its use of images instead of text or oral 
like in the picture above. The game itself is more about world creation and stays a bit complex for 
very young children, though it offers a good exploration experience and the interface is well 
thought. 


Innovation/Creativity 


Young Explorer is the first exploration video-game dedicated specifically to non-yet-reading 
children with an adaptative gameplay. 

As a father of a young girl. I've had the idea for that game while desperatly looking for a game she 
could play on my next-gen consoles. Every games I've found for now relay to much on text and 
offer complex gameplay with no progression path for those who are new to video-gaming and find 
it complicated to deal with more than two buttons. 


Scope Management 


In order to limit the scope, an idea would be to serialize Young Explorer ; one world to explore per 
episode. 

We should start with contractors for the first episodes and if audience likes or product, reinforce our 




team internally for the next episodes. 


The red light has to be associated with the impossibility to release in time a game with top notch 
graphic rendering. 

Money can be saved on « sound design » by using images in dialogs like in Toca Nature. If it has 
to be done, the decision must be taken early in the planning in order to see which « quests » and 
« informations » can be passed by these images and decide what to do with the others. Yes first, 
they have to be written. . . 

At this stage we need first to see if we can move forward and with which possibilities/constraints. 
Then sit down and write characters, enigmas and quests for the first world. 



